
































May we widens all new readers to this handbook and welcome back our subscribers who have 
been without our unique book since our last issue back in May. Life at H&D has been even more 
hectic since our final issue, but thankfully now, all the spadework has been done to ensure an 
exciting future for H&D and our readers. 

Our aim with these handbooks is to give the Home Computer game player a change from the 
standard type of reading offered in the current glut of computer magazines. We may not be as 
glossy, but we can guarantee items of real interest to players. 

We expect our books to get even better over the coming issues, as we become more widely known 
throughout the Home Computer Industry. All our books have been put together under certain 
constraints. We do not have the advantage of the Crash's and Zzap's of this world who receive 
gratis preview software from the Big Houses; we have had to pay for all our own software, and our 
contributors have had to work hard to produce the game playing help you will see in this book. 
We have been very busy trying to make ourselves known and it is very hard for a new publication 
to get that all important foothold to allow it to expand, you need look no further than the Bang and 
LM publications to see it is not a friendly world, but we are sure that the quality of our product 
will ensure the readers support, and make the Software Houses well aware, that ours is a 
publication to take notice of. 

Anyway, given those limitations, we believe that you'll be very happy, with our handbook, and 
even happier to know that we are going to get even better. 

This handbook is put together using the very latest in Computer Desk Top Publishing technology; 
we believe it to be the only commercially available publication that is produced entirely by 
computers. 

This issue's Editorial has been more of an introduction, but in true What Poke? style, you can 
expect some straight talking from this column in the forthcoming months. May we thank you for 
buying our publication, and we're sure you'll come back for more, because let's fact it "You ain't 
seen nothing yet!" 





Berard Dinneen 
Editor. 
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General 


An introduction to the What Poke? team, and our 
aims and ideas. What makes us different from the 
other computer magazines. 


We aim to be the best handbook for Pokes. This 
issue we include Pokes on Zynaps, Wolfan, 

Hades Nebula, Enduro Racer, Thing Bounces Back 
and lots, lots more 


Don't know where you're going. Let our maps guide | 
you while you concentrate on your mission 


This issue we give hints on Auf Wiedersehen Monty, 
Express Raider, Starglider, Nemesis the Warlock 
and many others 


Frustrated that you can't finally complete your 
favourite game. This issue we give solutions to 
Flash Gordon and Kinetic 


Reviews Features 


All the latest games reviewed When you finally tire of playing the latest 
including Zynaps, Quartet, computer game, sit back and find out whats 


Hades Nebula, Wolfan, happening around the Arcades and in the 
Flash Gordon and Video World 


The Living Daylights 
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Services. But in one form or another we have been producing games handbooks since 1984. 
The whole process started when the current editor of the Handbooks, Bernard Dinneen 
advertised his first solo effort in the Winter of 1984. It was handwritten, then photocopied. 
Called Hints and Pokes it covered a wide variety of computer formats. From little acorns do 
great oaks grow, and from the small trickle of orders received after placing small ads in the 
computer press Bernard realised that a market existed for such a publication. A manual 
typewriter was borrowed and the first initial steps in the development of the Handbooks had 
begun. . 
The basis of the Handbooks has always been the written contributions from the readers 
themselves, and as these increased Bernard invested in an electronic typewriter to improve both 
speed and presentation. Gradually a handful of dedicated enthusiasts were taken on board and 
the books even began to attract imitators. Peter Hacker joined Bernard, and so H & D was bor. 

Almost immediately Hints and Pokes was split into 6 seperate Handbooks for individual 
computer formats, covering Game Reviews, Pokes and Adventure Hints and Solutions. With each 
issue attempts were made to increase the number of pages and the actual presentation. But it was 
not until the introduction of a sophisticated Desk Top Publishing System’ that the Handbooks 
really began to give a professional finish to the mass of information supplied by the readership. 
Suddenly the Handbooks began to receive a groundswell of favourable comments from the 
established computer magazines. 

Overall H & D Services have always had one goal in mind; to provide the game playing 
public with the best assistance that it can provide, in a format that is professional, whilst 
allowing the readers themselves the opportunity to develop the Handbook contents in the 
direction that they find most useful. Another essential aim was to make the Handbooks 
available to a wider audience. We have always believed that the place to buy computer books 
is in the computer shops, and not at the newsagent, and that magazines should complement 
game playing. We are not a game review magazine, whose income basically depends on the 
advertisements from the Software Houses. However we are aware that the difference between 
a great game and an also ran can at times be very small. Our policy has always been to provide a 
fair assessment of each game, but if we think a game is bad we shall not hesitate to state the fact. 
But often the real worth of a game to the ordinary public is determined by the availability of 
Pokes or Hints that enable as many players, regardless of abilities, to progress into the game. 

We hope that you enjoy reading the Handbooks, and that you will find them useful. We 
expect there shall be changes in the future, but as in the past, always for the better. 
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GAME REVIEW 
SECTION 













The Scoring System: 


Between 90-100% Rave 
Between 80-89% Excellent 
Between 70-79% Very Good 
Between 60-69% Good 
Between 50-59% Average 
Between 40-49% Poor 
Between 30-39% Rubbish 
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Jon (North) Age 15- Favourite Best Ever Games- Pyjamarama, Micronaut 1. Worst 

Ever Game- Gyron. Best Budget Game- Feud. 

Alan (Walton) Age 15- Favourite Best Ever Games- Space Harrier, Starion, Slap Fight. 
Worst Ever Game- Kung Fu Master. Best Budget Games- Feud, Thrust II. 

Andrew (Harrison)- Favourite Best Ever Games- Starglider, Zynaps. Worst Ever 
Game- Fist II. Best Budget Game- Thrust. 

Robert (Troughton) Age 15- Favourite Best Ever Games- Uridium, Slap Fight. Worst 
Ever Game- Transformers. Best Budget Games- Thrust, Kikstart II. 

Scott (Moore) Age 15- Favourite Best Ever Games- Leaderboard, Head Over Heels. Worst Ever Game- Quartet. Best Budget Game- Kikstart 
I. 

Matthew (Gregg) Age 17- Favourite Best Ever Games- Dan Dare, Head Over Heels. Worst Ever Game- Kokotoni Wilf. Best Budget Game- 
Kane. 

Ashley (Cotter-Caims) Age 16- Favourite Best Ever Games- Spindizzy, Thing Bounces Back. Worst Ever Game- Ghostbusters. Best Budget 
Game- Knight Tyme. 








Direct Zenji through the microcircuits of the Delta B reactor to provide a continuous circuit, 
but don't run out of time or the proteo-convertor power source will inevitably atomise you. 
The object of the game is to turn all the corridors yellow. This is achieved by moving Zenji to a 
chamber and rotating the pathways so that the source can use it to transfer power. 

The Timer will continually count down at the bottom of the screen if it reaches zero and the 
circuit has not been completed, you will have spent too long in proximity to the reactor and 
will vaporise. You start your work with 1 Head and 4 on reserve. 

Jon's Comments: 

The game is very, very frustrating, and the time to complete the screens, seems far too short. 

it has tones of a game called 1984, which you may well remember, and that didn't fair too well 
either. Not one I'd recommend. 

Carl's Comments: 

Promised a good deal, but I found it just too hard to get going. A shame because it was quite 
nice to look at, a real pain to play. 


Zenji: What Poke? Rating - 47% 
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As James Bond, you must shoot your way through all eight levels before you at last come face to 
face with the evil arms dealer - Brad Whittaker. General Koskov, the Russian KGB double dealing 
agent helps Bond through his adventure - watch him closely - he may be treacherous! Once 
Whittaker's forces are destroyed, your mission is accomplished and the beautiful Kara is yours. 
Your mission takes you to Gibraltar, Moscow, Siberia, Tangiers, Afghanistan and other exotic and 
not so exotic places as you struggle to find your quarry, Brad Whittaker. But watch out for the 
ruthless killer Necross who will attempt to thwart you. 

Phil's Comments: 

After the previous James Bond offering from Domark (a legend in its own lifetime), I did not 
expect much from this game, but I was pleasantly surprised. The graphics were very much better, 
and the game play looks as though this is a real game, and not a title masquerading as a game. | 
found it very difficult to complete the first level, and I hope it gets easier. The game captured my 
interest, so despite the difficult game play, I am determined to get to the next problem, although 
the initial difficulty may put some players off. An excellent game at first sight but ultimate 
judgement must be based on whether I am able to progress farther into the game. 

Jon's Comments: 

Domark have produced a game that whilst an improvement on A View to a Kill (which doesn't say 
much) still suffers from small undetailed graphics. The first level is so hard that most players 

will be put off. Any game that doesn't allow you to progress from the first level is bound to become 
repetitive and boring, and despite the eight levels value for money must be based on the size of 
game that the average player is likely to see. A game for which pokes are essential. 









The Living Daylights - The Score. 
Graphics 56% 
Playability 63% 
Addictiveness 59% 
Lastability 52% 

Value for Money 58% 
What Poke? Rating 57% 
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For a hundred years, the once-beautiful kingdom of MariGold has been suffering the rulership of 
the Red Warlock, Zahgrim. The royal ballrooms, where good King Tauraus often threw celebrations 
for his entire realm, are now the gloomy abode of Zahgrim's prisoners. The little towns and 
villages are deserted and foul demons roam the countryside. Where there was once lush farmland, 
there are now only cemetries. 

You were an apprentice to the only remaining good Wizard in MariGold until he was killed by 
demons. Goff, your master, taught you all the Magic he knew, but that was only a meagre amount, 
because Zahgrim destroyed all the Magic books in the land. After Goff's death, you discover a 
Parchment and an old, dusty book. In the book is the story of how Zahgrim took over the kingdom 
of MariGold by defeating Anakar the Wise. Zahgrim tuned Anakar to stone and scattered the good 
Wizard's six Magical eyes around the land forcing him to helplessly watch Zahgrim's evil. The 
Parchment is Anakar's Map of MariGold and you know it's valuable. 

Find all six of Anakar's lost eyes, replace them in the stone statue, and you'll learn the secret to 
Zahgrim's destruction. You, as the last holdout against Zahgrim's dark Magic, must travel through 
the land of MariGold (the Map is your most important aid) collect Anakar's eyes, and place them in 
the statue. As you find the eyes (and mark their location on the Map), you also collect life- 
sustaining food, weapons and Magic spells to use against the fearful Warlock and his minions. 
Robert's Comments: Highly playable right from the start. Great graphics, animation and 
colouring. There's enough game to ensure that you will get stuck at some point. The only thing 
wrong with the game is the high price. 

Matthew's Comments: Poor graphics, with a suggestion of Ghosts N Goblins. But I found the 
game very confusing, and got bored with it. Not worth £10. 

Scott's Comments: A nice fantasy role-playing game. 

Andrew's Comments: Despite the average graphics, the game itself is very good, and will keep 
me occupied for a long time. 





Black Magic: The Scores 
Graphics 65% 

ko popiis¥eninasdanscgsisaliarseaiassse ae Playability 78% 
Lastability 74% 
Addictiveness 69% 

Value for Money 68% 
What Poke? Rating 72% 
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It's 2124 and not a good year. Just about everything that makes life pleasant is running out or 
running down. The serious people at WEC (that's the World Energy Committee) have formulated ‘ 
THE PLAN to get round the problem. 
THE PLAN is the WEC Colony Plan. It involves ten really big, like enormous, colony ships. 
They're going to use a Meason Accelerator (a go faster gadget) to throw them to the far comers of 
the universe. A long way. "Cos that's where the energy is. 
Later... 
Well, that was the idea. However, the incredibly evil, his foulness on high, The Emperor Hades, 
had his own plans. From his horribly burnt out bum of a planet fortress, called Sodini, he 
despatched his entire battle fleet. Their orders were to wait at the arrival co-ordinates of the 
earth ships, enslave the crews and sell the ships for scrap. 
Only Colony 7 escaped the net, on account of a computer malfunction, they re-materialised two 
years before the Hadian fleet arrived. Colony 7 immediately began searching for energy sources 
and stumbled over what we all know as the Orion Nebular. Only it wasn't the Orion Nebula any 
more, because Hades had renamed it after himself and set up mining facilities. 
So, here we are at Hades Nebula about to fight for the right to save earth. That's where you come 
in. We on Colony 7 need your help, so we've decided to beam you aboard and press you into the 
cramped cockpit of a terran fighter. 
Andrew's Comments: 
I was quite looking forward to this game, but found a very mediocre product. A poor to average. 
Donald's Comments: 
The old shot em' ups are tending to grow a little tedious, although 12 months ago, this would have 
probably been a rave, it's become run of the mill stuff. Excellent graphics and animation, but the 
game lacks that certain something to get you back for further goes. A good shoot em’ up. 
Jon's Comments: 
I found this very enjoyable, although at times it was hard to dodge the enemy bullets because I 
didn't even see them coming. A very smooth detailed shoot em’ up that is an essential purchase. 




















Hades Nebular: The Scores 
Graphics 78% 
Playability 71% 
Addictiveness 63 % 
Lastability 61% 

Value for Money 64% 
What Poke? Rating 63% 
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Greetings brave and noble warrior, come ye forward and knoweth ye the nature of thy sacred quest. 
Know ye now of times long past and shrouded in the mists of legendry. 

For it is here in the dark uncertain nothingness of half forgotten obscurity that thy quest begins. 
In a land where nameless evil holds sway and the very bunny rabbits do plot unholy death and 
carnage, here must ye go forth unto mortal combat with the nasty one. Let him who hath 
understanding reckon the number of the nasty for ‘tis prophecised that his number shall be four 
score less three score nine and ten and that this shall be the number of the one... so sayeth the 
prophet. 

Two things more must ye know of the one - first that he feasts upon spaghetti and names himself 
the wizard with no name.Last must ye know of the nasty one that he is.....nasty! 

Wandering minstrels and soothsayers tell tales of this land as twas in days of yore. When good 
King Richard ruled a happy land whose happy folk frolicked and were gay and ne'er saw the 
bloody sword of battle. But with the rising of the seventh moon in the seventh year of Richard's 
reign a great black thing fell down upon the Kingdom and those that were not slain became as 
strange ungodly beasts. 

Carl's Comments: 

Ok, some people are fed up with 3D graphics, but to see such excellent animation on a £1.99 game 
is a real treat. Must be the best Bulldog have ever produced. 

Donald's Comments: 

The now familiar 3D graphics that are very effective, and will appeal to fans of this type of game. 
Wolfan is very easy to control, and once you know what you're supposed to be doing it is very 
addictive. An excellent 1.99 release. 

Jon's Comments: 

Brilliant animation aided by easy control of the character. The screens are so effective that you 
always want to see what the next screen has in store. An absolute Megagame. 





WOLFAN: The Scores 
Graphics 83% 
Playability 78% 
Lastability 79% 


Addictiveness 74% 
Value for Money 86% 
What Poke? Rating 84% 
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Zynaps is a shoot-em-up set in an alien infested planetary system. 

The game begins with our hero escaping in a Scorpion fighter from an alien space station out into 
deep space. Battle continues through asteroid storms to a nearby planet from where, equipped 
with weaponry and hyperspace units taken from destroyed alien craft, he sets out in search of the 
secret alien stronghold. 

After many terrifying battles fought throughout the solar system, our hero discovers the location 
of the alien base and the final conflict can begin..... 

Ashley's Comments: 

Some of the best sprites and background displays I've ever seen in a home computer shoot em’ up 
with excellent special effects that make you want to go back, time and time again. One minor 
quibble was the lack of weapons, that could be used to zap the many aliens that fly at you. There 
is no doubting the quality of this product, but I somehow would question the need to buy if you 
already have a Nemesis and Slap fight in your collection, which are very similar. 

Robert's Comments: 

Why do you always have to go right back to the start, when you get killed in one of these games, 
it's very annoying, but thankfully with this effort well worth it, to see the excellent animation 
again. There are plenty of levels to go at, and once again, Hewson have come up with the goods. 
Highly addictive. 

Scott's Comments: 


Ok, we've seen plenty of games like this over the last few months, and it's a shame that this wasn't 
the first to be produced, and then we wouldn't have had to buy the games like Nemesis. Superb, 
the best of its kind. 


Zynaps: The Scores 
Graphics 92% 
Playability 83% 


Lastability 84% 
Addictiveness 86% 
Value for Money 87% 
What Poke? Rating 85% 
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Publisher: 39 Steps 

R.R.P.: 9.99 

Game Type: Arcade Adventure 

It's the middle of the night, outside an electrical storm is raging and you're all alone in castle 
Frankenstein. Your task is to revive Frankie, the monster who wants you at the top of the tower 
while you hunt around for the vital organs that will make his life complete. You need to find a 
pair of lungs, a pair of kidneys, a liver, a heart and of course a brain if you want to make a man of 
him. But make sure you use only quality spare parts as some of the older items may cause a 
breakdown. It won't be easy. The castle has many rooms, dungeons, dark corridors, crypts, 
graveyards and laboratories to explore (sixty screens in all), and who knows what may lurk 
behind those locked doors? 

Andrew's Comments: 

This game's great to look at and easy to get into. Good value for money. 

Donald's Comments: 

The game is far from easy to master, and you need fast reactions as well as a logical mind, to work 
out some of the puzzles. Large detailed graphics and a man who is easy to control help playability. 
Just a little over priced. 

Jon's Comments: 

Some neat graphics are let down by gamesplay. Far from easy and turned me off very quickly. 
Matthew's Comments: 

I kept plugging away at the game, but it did lack a certain sparkle. 

Martin's Comments: 

Possibly one of the best Arcade Adventures for some time. Plenty of puzzles, that kept you 
coming back for just one more go. A tenner for it isn't bad and it should keep you going for many 
an hour. 

Phil's Comments: 

A matter of trial and error to find the right key for the right door. I found it too easy to get 
trapped and die, and it will certainly take some time to complete it. 

Scott's Comments: 

A boring arcade adventure with nothing new to offer. 


BRIDE OF FRANKENSTEIN : The Scores 
‘Graphics 79% 
Playability 64% ———ssSSC lle See : 
Lastability 63% 
Addictiveness 61% 
Value for Money 62% 
What Poke? Rating 62% 
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Ok. Mick (that's you!) it's time to try your luck on the Iron Horse, no soft saddles on this one 
though, so button up your jacket and prepare for the train ride of the century! 

Right, so here you are on the roof of a thundering great train with hosts of baddies shooting at you. 
Sounds difficult? It gets worse! Some of the baddies have found grenades, but never fear, there are 
some lying around for you as well. Now Mick is a plump fellow (too much good ol’ Canadian 
cooking!) and if he goes and jumps on anyone they end up flatter than a pancake. 

There are two more problems as well, the first is leaking gas tanks, one whiff and you're a gonner. 
Don't panic, there are gas masks around, don't forget to put them on when you see danger. 
Secondly, there are tunnels and again help is at hand in the form of a torch, but conserve your 
batteries, as they don't last for ever. 

Just to add to the fun there are nine trains travelling on this route, and the only way to catch up 
with the next one is on a hand cart. This just so happens to be being pushed along in front of the 
train. Jump on and start pumping! 

Donald's Comments: 





A fast action game of jumping and shooting that keeps you going back for more. Control of your 

character is good. Very enjoyable. 

Jon's Comments: 

I found this game very difficult to get in to, and became very frustrated. A little over priced at 

£4.99 

Martin's Comment: 

Nowhere near as good as Express Raider, but the 9 trains are more than enough to keep you going 

back for more. Would have been a rave if £1.99 ‘ 
Phil's Comments: 

Very annoying to have to go back to the start, when you lose a life, but very addictive. One for the 
quicker players, my son (12) was far better than me. 

Robert's Comments: 

Far more playable than Express Raider, with plenty of trains to go at. Great value. 










MOUNTIE MICK’'S DEATH RIDE: The Score 
Graphics 59% 
Playability 68% 
Lastability 58% 
Addictiveness 67% 
Value for Money 61% 
What Poke? Rating 62% 
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Publisher: Reaktor 
R.R.P.: 4.99 

Game Type: Arcade So, you thought Dodge-ems were safe? Climb aboard your Skimmer and 
power up your thrusters, you're in for the ride of a lunch-time. 





First of all, may I assure you that the chances of coming out of this alive are slim! 

You may race in any of the four lanes, but racing on the blind side (the outside edge) should only 
be attempted by the bravest. 

As you can imagine, there are a number of really nasty things to try and stop you doing this. 
Andrew's Comments: 

Very easy to get into, and addictive, but interest tends to wane, the longer the game goes on. 
Donald's Comments: 





The game is virtually unplayable, and badly over priced. Scott's Comments: 

Jon's Comments: A very poor game. 

A difficult game to play, should appeal to masochists. 

Martin's Comments: DEADRINGER: What Poke? Rating - 43% 


Tedious is a word that springs to mind. 
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Publisher: Bulldog 
R.R.P.: 1.99 : Game Type: Arcade 
You have just seven days to prevent Dr. Destructo from carrying out his evil plans and launching a 
massive global attack. Not satisfied with his own powerful empire, he wants complete control over 
the Earth and is prepared to go to any lengths to achieve it! For months, he has been plotting and 
planning in his secret island stronghold, the Last Resort, but fortunately the plans have been 
leaked and there may just be enough time to prevent him from carrying out his attack - but you 
have absolutely no time to waste.... Your mission is to destroy the Empire of Dr. Destructo and 
ultimately his island stronghold in just seven days. The game consists of 21 screens which will 
phase through from day to night as the game progresses. The buildings and fleet of the Destructo 
Empire are destroyed from the impact of shot down air and space craft, or by the bomb which is 
allocated to each player per screen. Each impact will remove a small section of the ship, island or 
building. When the missing sections amount to a gap through to the base, a leak is created and a 
water spout is formed. Most objects need three leaks in order to be successfully destroyed. 
Ashley's Comments: This is without doubt one of the best shoot em ups I've ever played, 
cheapo or full price. The two player team option is brilliant. Plenty of screens, tons of aliens, the 
best ever budget game, miss it at your peril. 
Martin's Comments: Strange but at times, there is just too much going on, on the screens. Very 
addictive and all the levels should keep you going for quite a time. 
Robert's Comments: An unusual shoot em ‘up, but fairly repetitive, level by level. Quite 
addictive, and not the worst £1.99 game I've played. 

DR. DESTRUCTO : What Poke? Rating - 77% 
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The idea behind the game is to shoot anything that moves, this does not include family pets 
(except poodles). If it moves, shoot it, if it doesn't, shoot it anyway. If by some freak chance you 
should reach the spaceman, then blow out his heart for some extra bonus points! Each time you 
play difficulty increases! (providing you don't run off!) 

Andrew's Comments: 


Totally average, would have been far better at £1.99 

Donald's Comments: 

Not a great deal of variety in alien swarms, but should certainly appeal to the shoot em’ up 
brigade. Not too many levels and probably more reasonable at £1.99 

Jon's Comments: 

A great shoot em’ up that drags you back, for just one more go. Miss this at your peril! 
Martin's Comments: 

What a pity there weren't more levels, 7 just isn't enough, excellent animation although not totally 
original. Well priced at £4.99 

Phil's Comments: 

A highly entertaining blaster, that drags you back for more. Very playable, but a lack of variety. 
Above average game at an average price. 

Robert's Comments: 

An excellent shoot em’ up for only £5. Brilliant animation and it lacks only variety and could 
have done with more levels. 

Scott's Comments: 

A nice shoot em' up on the Galaxians theme at a nice price. 







Killer Ring: The Scores 
Graphics 





Addictiveness 
Value for Money 
What Poke? Rating 
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What Now? What Poke? Publications. 





Game Playing Classifications 


HOP (Hot Off Press)- The very latest in game help received on the 
very latest software releases. 







NEW- Help on the games released 3 months 
prior to publication. Sa : 





EP's (Ever Presents)- Help on the older games 
that still remain popular. 





CLASSICS- Help on the games that have proven a 
landmark in computer game history. 
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HERBERT'S DUMMY RUN 
E. Yoong is certainly no dummy with this solution. 





You start at the TOY DEPT., carrying the chocolate 10p & the tennis racquet. 
Go left to the ROPE ROOM & left again to the lift. Using the 3rd lift go 
right to the FURNITURE DEPT. Exchange your 10p for the BOX KEY 
above the couch. 

Go left to the lift. Using the 2nd lift go right to the SPORT 
DEPT. Right again to the RESTAURANT & exchange your TENNIS 


Son “Parkes 


RACQUET for the HONEY POT on the table. ey 


Go left back to the lift. Using the 4th lift go back to the TOY DEPT. Jump onto the jack-in- 
the-box which will take you up to the platform. Jump across this platform & exchange the HONEY 
POT for the TEDDY BEAR. If you fall down without getting the teddy bear, you'll have to start the 
game again. 

Go left back to the lift. Using lift 1 go left to the EXIT SCREEN. Go through the door to 
the SALE SCREEN. Exchange your KEY for the ROPE. 

Go back to the lift. Using lift 4 keep going right to the ARCADE ROOM with the DALEKS. 
The teddy bear, holding the key will move slowly across the screen. When teddy reaches the right 
door go through it. Jump at the rope which will now extend down to the swimming pool with the 
DUCK. 

Keep going left till you fall down with the parachute. When you have landed go right to the 
BED DEPT. Go through this BLUE DOOR to the WINE DEPT. Go left through the DARK ROOM 

& then the SWIMMING POOL. Exchange your teddy bear for the DUCK hanging at the 
middle of the pool by jumping onto the logs. 
Go left of the swimming pool to the LIGHTING DEPT. & go up the stairs to the SHIELD 
ROOM. Keep going left till you fall down with the parachute. When you reach ground, 
take the left door to the MAIN CORRIDOR. Go through the small YELLOW DOOR left of the ‘ 
A BRICK to the TOY DEPT. Go left to the lift. Using lift 2 go right to the SPORTS DEPT. 
Exchange your ROPE for the EMPTY POP GUN. Eat the ice-cream beside the gun. 

Go back left to the lift. Using lift 1 go right to the BED DEPT. Go through the blue door 

here to the WINE DEPT. Load your POP GUN by dropping the CORK. 

Go right & enter the yellow door here to the BED DEPT. Go left to the lift. Using lift 2, 

keep going right to the castle. Enter the middle of the castle. Going up the stairs takes you to the 
top of the castle. Exchange your POP GUN for the RED FLAG. If you miss the flag, you'll have to 
enter the castle & try again. 

Go nght to the lift. Using lift 4 keep going right to the MAIN CORRIDOR. Enter the 

middle door to the TENNIS COURT. Go night to the SEASIDE & exchange your FLAG for the 
PEBBLES at thetop of the sandcastle. 

Go left to the MAIN CORRIDOR. Take the left blue door to the TOY DEPT. Keep going 

left to the lift. Using lift 1 go left to the EXIT SCREEN. Load your catapult by exchanging 
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your PEBBLES for the CATAPULT. 
Go right to the lift. Using lift 1 go right to the BED DEPT. & exchange your DUCK 
for the BROKEN TORCH. 
Keep going right to the LIGHTING DEPT. Walk past the BULB at the bottom of the 
stairs. Your TORCH is now working. (Drop the BULB). 
Go left up the stairs back to the BED DEPT. Go through the, small BLUE DOOR to the 
WINE DEPT. Go left to the DARK ROOM which should now light up. Shoot all the 
moving ducks & collect the TOY CAPS which fall down. Your TORCH will disappear. 
Go right back to the WINE DEPT. Go through the yellow door 
to the BED DEPT. Go left to the lift. Using lift 4 go right to the 


MAIN CORRIDOR. Exchange your TOY CAP 
for A BRICK. Pe 
se ¢ él; 
oe ; 
¢ 


— 









‘td 


Go through the left yellow door to the TOY DEPT. Go left to the lift. Using lift 3 go right 
to the FURNITURE DEPT. Exchange your CATAPULT for the CHOCOLATE 10p above the couch. 
Go left to the lift. Using lift 2 go right to the SPORTS DEPT. Exchange your A BRICK 
for the ROPE. Jump onto the A BRICK & then onto the table. By walking past the till you'll 
get a REAL 10p. 
Go left to the lift. Using lift 4 go right to the ROPE ROOM. Climb up the rope in the 
middle of the room by moving your joystick fast left & right constantly till you climb up to 
the platform. Jump across the platform & exchange your ROPE for the BOMB. 
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Go right to the MAIN CORRIDOR. With your REAL 10p jump through the door with the 
10p sign. Shoot all the building by dropping the bombs. Shoot the tallest buildings first. 
You must not touch the top of any building or else you will be thrown outside. Then you'll 
have to go inside & try again. When all the building are demolished exchange your 10p for 
the CANNONBALL. 
Go left to the MAIN CORRIDOR & exchange your BOMB for the TOY CAPS. 

Go through the left yellow door to the TOY DEPT. Go left to the lift. Using lift 3 keep 
going right to the CANNON ROOM. On walking past the CANNON a hole will appear to the 
left. 

Go through the hole & exchange your CANNON BALL for the SPACE HOPPER. 

Go right back to the CANNON ROOM. Go nght again to the lift. Using lift 2 go right 
to the RESTAURANT & exchange your SPACE HOPPER for the TENNIS RACQUET. 

Keep going left to the lift. Using lift 4 go nght to the MAIN CORRIDOR. Go through 
the middle door to the TENNIS COURT. Break down the ceiling wall by heading the moving 
tennis ball. Do not jump when you're near to either of the doors. When the wall is 
demolished the GLOVE will fall down. Exchange your TENNIS RACQUET for the GLOVE. 

Go left to the MAIN CORRIDOR. Go through the left blue door to the TOY DEPT. & 
then left to the lift. Using lift 2 go nght to the RESTAURANT & exchange your TOY CAPS for 
the SPACE HOPPER. 

Go left back to the lift. Using lift 1 go nght to the SHIELD ROOM where you'll see a 
FLOATING HAND. Jump into the room behind the hand to LOST & FOUND DEPT. You'll see 
WALLY & WILMA at the top of the escalator. With the SPACE HOPPER jump high to hit the 
SWITCH on. Go up the escalator & the game will stop & end. 
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Random Pokes 


Matthew Scott has some Pokes that can be entered by Merge, and then 
placing the Poke before the Randomize Usr Statement: 


Black Hawk: Poke 34813,12 (Infinite Lives) 
Chiller: Poke 34025,0 (Infinite Lives) 
ZZoom: Poke 24743,0 (Infinite Lives) 
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Then add ‘ 


37 POKE: 
or : 


By, 
La: 
eee ete 
Bey 


5 REM Stormbringer by Jon North 
10 CLEAR 25170 

20 LOAD ""SCREENS 

30 LOAD ""CODE: POKE 40161,0 
40 RANDOMIZE USR 37632 
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Spy V Spy Island Caper 


Does this game drive you mad? 














Fear not! Jon North has the answers: 
Play tape from the start: 


10 REM Spy V Spy by Jon North 
20 CLEAR 25087: LOAD " "CODE 
30 LOAD " "CODE 

40 POKE 59307,0: REM time 

50 POKE 50980,0: REM strength 


Kd 60 POKE 50868,0: REM fuel 
70 RANDOMIZE USR 42629 
Each line 40 - 60 gives infinite something, 





as shown in the REM statement. 


VOID RUNNER 

No need to do a runner, thanks to Donald Hay. 
10 MERGE"" 

20 FOR F = 30000 TO 30020: READ A: 
POKE F, A: NEXT F f 
30 RANDOMIZE USR 30000 ay ae 
40 DATA 221,33,0,128,17,220,75,62,255,55 

50 DATA 205,86,5,62,0,50,255,155,195,0,128 

Enter above and play tape from start. 


SUPER G. MAN 


One for the G Man sufferers, courtesy of 
Donald Hay. 


10 CLEAR 27980 

20 LOAD "" CODE 16384 

30 FOR F = 23309 TO 23320: READ A: 
POKE F, A: NEXT F 

40 RANDOMIZE USR 23296 

50 DATA 62,255,50,66,120,195,96,109, 
167,62,255,221 

Run and play tape from the start for 255 
lives 
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ARKANOID 
Ashley Cotter-Cairns offers a playing guide to this Imagine classic: 


General Tips : 

The secret to sucess in ARKANOID is timing. You need to be able to judge if that extra life is going 
to disappear before you hit the ball, or, if you go for it, will the ball vanish first ? 

Always play with keys, the reaction time is so much better. I personally use the index fingers of 
both hands for left and right and my thumb to fire, but experiment to see what suits you best. 

Expect the ball to do unexpected things. Sometimes they bounce off the left side of a capsule so be 
ready to dart left if necessary. Also beware of a magically slowed ball hitting the top of the 

screen; this cancels the capsules power and the ball rebounds at full speed. 

Silver and gold bricks have an odd effect on a slowed ball. A ball hitting a 5) 


qv 


er/gold brick will 









level 3, balls often speed up on this level because of all the gold bricks. Gold bricks speed up a 

ball after about 20 hits. When a ball is going very fast it travels at an angle, and this sometimes < 
reacts in the same way as a slow ball, ie bouncing left off a row of gold bricks. Beware of this ! 

When you die, any bricks destroyed stay destroyed but silver bricks go back to full strength 

again. Try not to destroy all of the coloured bricks on a level to leave just silver bricks because , 
silvers contain no powers, and, if you die you may be powerless to finish off the screen. 

Aliens can only get through gaps of two or more bricks wide. Try to avoid letting them through the 

last line of bricks on a screen because once down a certain way they can travel anywhere on a 





screen. Usually aliens whizz past, or into your ship, and vanish to reappear at the top. However, 
very rarely one tums coward and runs to the top of the screen. If you catch him as he approaches 
the score area he will die, giving you bonus points. 

The score for bricks varies from between 60 and 160 points per brick. Silver bricks grant no 
points until they are totally destroyed. Aliens are worth 100 points, the coward alien 500. But 
the best source of points is capsules. They are worth 1000 points each and a large score can be 
built if as many as possible are collected. A B brick is doubly rewarding, as you gain 1000 points 


26 

















I'S * HINTS * HINTS * HINTS * HINTS * HINTS * HINTS * HINTS * HINT 


ono ere ene a ete ee ee ee ss 8 0 ee ees 8 ss 8 ee ks ee 4 BO 4 es ee es 88 8 OO ee ee es 6 4 8 He SB Se Hee 8 Ot ee ee ee Be et ee ee 6 ee ee ee a es es se ee e's ee es se 8 e's 


SABO, Soe, OS 


SOE arr nats 
sdeleleleleleleleleleteleletatetetetetetele 










but you cannot finish th because some bricks are situate 
powers are B, D'an 

Level 7: on this screen 

extremely effective he i 
Level 8: this is the aici Tey 


most annoying and frustrating. This 


t the start, launch the ball into the central 


ESCAPE may be needed. B, D and C Y are liseful 





A 





27 








‘cups’. 















eben is the bricks protected by the gold blocks and 
‘4re also useful. Go steady because you can lose several 


‘with no complications and a chance of several extra lives. 
good powers to get. 

but that doesn't make it an easy screen. Once a hole is 
os with the bricks. B, L or S are good here. 

s on this screen are the first to need 3 hits to kill. 

ces onto the cluster of silver bricks defended by the 

§ to get here. 

ep the right-hand side where the orange bricks are, and 
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Kinetik 
Help on the latest Firebird epic, courtesy of Ashley Cotter-Cairns: 

The key to Kinetik is learning to control the ball. This is extremely difficult, only practice 
will help you, but here are a few tips: 

Don't wrench the joystick about madly trying to control the ball, it's far easier to play with 
an unbroken joystick! Remember that a joystick works by using switches that can not be 
influenced by force. sites, 

Use bounce to elevate against gravity. j 
like magnets, plants and grav-pods (small white 
pods). 

Rush past these or use a teleport to get to the 
nasty one. 

Use teleports sparingly, only if really 
vanish once used. Use the anti-bounce to get through very 
one- touch deaths. 


aa 






needed because they 
tight gaps or to steer past 


The thruster is useful to avoid very strong downward gravity. Be careful when 
entering a blaster, you will be blasted out of the other side, and you might hit something nasty! 
The diamond shaped nasties nick an item when they touch you (as well as diminishing your 
power). The blob saps power rapidly, so shoot monsters quickly with a disintergrator. 

The teleporter cannot be used to teleport past a screen containing a letter, so don't try it, 
it's a waste of a teleporter. 


Flowers should only be collected in emergencies! 
A shield doesn't protect against diamond thieves, so 
these aliens must be shot or avoided. 





The Solution 
There are two ways to complete this game, the long high scoring 
way or the quick low scoring way. 





The Quick Way 


Go right, get the disintergrator. Leave the screen at the top and go right two 
screens. Rush straight through the screen with clouds or you'll get dragged onto the tree. 
Make your way to the screen with the two grav-pods on it. Bounce yourself off the plant in the 
middle to give yourself a boost and whizz through the exit at the bottom left. This will take a 
long time to perfect so you will have to practice. 

Get the teleporter, having moved the selector to an empty box. Press fire and put in the 
code for the first letter screen (left arrow, right arrow and circle). When you get there, the 
teleporter will have gone. The first letter is an 'A. Get this in the middle box. Reselect the 
disintegrator and go right, watching for thief aliens. The next two screens are easy to get through; 
recharge in the water on the screen with four grav-pods, if necessary. The next screen is really 
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tough. Thief aliens lurk here, as well as a wickedly strong force 
‘“ towards the centre. Finish off the aliens before worrying about the 
TS force. You'll need to bounce off the central point and push hard 
ITA, 


eA right. Keep right held and slowly the ball will pull free and go into 


rae, 

? you may be shot straight back into the screen that you've just 
fought to escape. Once past the bouncers screen the going is easier. 
There is a letter on the screen with the two bouncers. To get this 

(an 'X') go off the screen at the top night, blast through the 
ee destructable wall on the left and leave this new exit, having 
selected the end box. 

You should now have a disintergrator, and 'A and 'X' in your boxes in that order. Now go 
past the screens with the large T’ shape and the twisty caverns screen. The next screen should 
have the last letter on it; a 'P’. Select the first box (yes you'll have to sacrifice your 
disintergrator!!), go off the screen, back in through the bottom left and get the letter, to spell 
‘PAX’. 


The last three screens are pretty tricky. The grav-pod on the screen to the right of the 
screen is a problem, and thief aliens are here too. You'll have to be really careful to avoid them. 
The next screen has a teleporter on it, use it if one of the letters is pinched but be careful not to 
get it by mistake. Finally, sit at the top right and go onto the 'bidda' screen. If thief aliens are 
close, get back off, and then on to the screen again. When they leave the gap between the plants 
and the bidda, rush in, and land on the question mark to complete the game. 





Just gradually work your way right, collecting and using the shield, thruster, teleports and 
anti-bounce as you please. Remember that water recharges you and flowers give you 500 points as 
well. Its advisable to keep a disintergrator. Remember that the letters stay in the same place 
every game so it doesn't matter how long you take to get them. Shoot everything, avoid losing 
power, experiment and have fun, but don't forget your mission! To complete the game, follow the 
above steps when you get to the letter 'A. 





31 


S * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * 


or as es es ae as ee Sf eeuseseses "see ee uses asesae Ss aesasueuse — — = oS aseeusean SP ustsesesesasasasusus  sustsus = ses 08 “sas asuseagesus Sees aras us 7 6s os “sas es “7 4 
PC re ICICI ICO IC I COI OIC ICICI T I IOC ToC PSCC I CPC SII IG A HN RR ER AK CAC 
setetetetetetetetetetetetetetetetetetstytete te tet tata tatatata tater teeter te Stet tt te + Sea RRR a arta 

St ht tt ttt tt tt rr ttt Satya ttt ttt etter ttt tert +4 ttt tt tet tt tt tt ttt att tet tty 

Patt rt ttt teeter ttt rt ttt ttt ttt tht tt Satay tio ea he tt ttt ttt ttt ttt t ttt tte, 
fetter teeters ct ptatatatetatatats: at +4 att ttt tt ttt ty pth at tt Setetetetet tt ttt rr Tr ter ttre t trata tty tery: 
taetetaty tat rer er ty he set oe bitte te tetetaty + : -. atta th 
ety rte eta mx Ea 4t4 tatatatatate: tatty patty ty ttt tt tt: 

Sette te rete, < Ett tatate tats 4 etary ty ty ty ate * * rareitelttattttatetetets 
ehh tetera ttt atte, Sty ptatatate = es 252 eee en Path <2 ag aca OO eat stetetete? metatytytete tte tatetatstaty rst 
Heeeteteatetattattteh teat ttt etatata tata teta ts phate es Satetetetatety “ Sy re, 
atatatatetatatatetataty Bayh tert tt ttt tte tort tateteteta tetera tetera tate tetate te a Satetaetetateteatatatetatatetatatatatatatatetety 
tate tert atte ttt te ttn es sete t 

Sa tne eta tate 2555 + ptatatatatetateta tts 

Se a tanh rth +4 * atetetatatetatytatetetetettetat 

eee ete eee EE SEE Ee Thee eet he Thee the eh ee eee eee ehhh ee tech ee erh ch eee ete ate eteie te tet 

Satyr tt ttt tata ty rt rte ter ett ttt tata tetas tts 

St i a tr rth tert tet tetra ttt tetris tatty: 

eh statatetetstetetetatetattetatatetetateatatatetateate eae ete satetetetetetetetetetetatetetatetatetete 

rs eh tatate ete Batt te tt phate ty! 5255 telat , 
es tate 62525 Statatatetetatetetatetatatetata tat ta ttt tty stata ty +4 statatatataty eatatete 
satetetetetetate ae sate taht tatty tty et ty a ee te statatataty 
etatata tat tel eas a a meaty $14 eretatete teste tery t ety pity cptatatats 
tatatatet Sead Be ete ty 44 “ ety tatatetatet ty tty: 4 é om erate tty 
etatataty eetetet tet stately Stet, ty rete ptatatyt tte +4 te ptatatatets 
eatetate +4 rate ate es ete settetatetetatats (i Me rth es a etatatatets 
ee Stat ety tats re Liters A . satate 

ty by, tata tee. es aA tat & . aici - Terese tatty 
Petter te yr t So RS Rr roo EE rrr rrr rT rer tert 

sate Po hee 008 Sth sh tetet tet chct +i atatyty aiyictstatettitetstetetiitet 


Siatatetetatatstetstetetateetrie Co Co Coe ee 
Fetches Se eee a RR LR I RO RRR RR RR RE RR RK eR RR RR 


e 
t 
otetetatetetatatetetatatetetatetelstetetetatatetetatetetetstetetstatet pot 
Schone etch hhh hte 


saetetetettatetetatettetett et tt 

Ree errr 

ett ty SCECHCRChchcec chao cece ch ch cbc cheba 
ete Shee tet 


+ 
Fatt 
sy 


PTT ttt, 


COPS OCI IC HK tt. 
patetet pea te III MITE PCH 

He GE eee Bereta ately hate 

State! att Stet tte ttt ett ty ttt ttt: Satter 

Hes Ga sotetetettete ttle satsteteteteteattteaaeeaaae ME beeeaete eae s satel ttatats detytet tatty tists 

etats letetatatetetatetet iereerecechceh tet Petatatetatatetetatatetetetatetetets ME ciatetettatsteteistetettatetettatete CeCe era rte 

aH? eteretete satetetetetety oe 


aerate te et et 555550505 srhitchchchhchchcetchctchrhrhetrtrte MEE tithe ee eee eed tert re ti oee 
Sede ere te herd setettateteteteetetaeteste thts 
‘Bes ER a tate See eee 
 Kessee KS ‘s tihatytehehrtctstttetstcteted 
+ s 
h 


echctrhstct 


> > 
5 52525 
535 retatet 


+ te + 
stetetstoteteratetetets eaten 


50505 Satta nite ttetttcttyte 
x ert Setetatatatatetetetety Petatatetetetatatetetetstay Hacer erie 5 
eatettate Seer ter rr rrr 2525052525 Seetetteteeete eta tety etetetetet ty htt 
tatetet ste KKM AM Kescreoe cca ac coc acac coca steht 
rrhchetctrtctchctrts SES ERK trthrtrthtchttetatetitehstetrteteh Mihchrhchctchct 
555252525 hh gatettatetetete att tery 


ratat Setetete tetera tate 05.25.05 Se +4 a 
+ P5255 Setetete, etetetete F + +4 
e505 OY shabatetetetatetetetatetatetattetety 
; setetetetetetatatatetety 
5 
Sprahitt 


+, C2 


tetatatehetet Sytetatatety nictetetetatatetatetetatetsts fs + 
5252552525 Boh 525 5.25752 2G. 25.28 eetetetetete +4 satetettetetetete ttt 
satetetetets P2655 2505250505 “4 CM 
tates Shetty setetetetetet: stetatety tats t tetas t tt: 
statatets: Satetetytyty tty sett ty + + Statetatetetety ttt hts 
atatata ty etatetetet tht tty ee, patatate tater tet ttt itt: 
epteteta ttt tata tata tatty 55 ee & satetetatat tert ty 
ett rats ety Me e tatatety: atatetytytyty tet t 
satetetetetataty % tatatetetety tat tatty r ttt 252525 e + satetetetetetatatatatetetetytete 
ptetatetetety satetetetetatetateeteetetets Heese eeatatetetetetatatatatetete 
fetetetetet ttt iether steers S. HCE itt thatch ttt tet tt ttt erect bce 
Set tre 525 attetetate tt Rt tt ttt tat: 
tatatat atta t ttt tty setetetetetatatetetatetetatatatety 
tatatet ttt ttt: 
50535 statetatatetetetatatatetaty 
+ 85555052525 seeettaattatetetetatatatataetetete ta tatetet 
+ CS etatetaty ty ty’ 


A 
ttt t tata ty ttt ty sate ptatatatate tate + 
eaters Stet pata tty ty Stet tet tt rth tt tt tt 
Ofe Stetetetete te thctpttetatatatatetehetetehtetttetetetetehetetetttttethetete t) 


+ +4 


satatate Natetatatotatitattetetetate® Dm tetatatetatatatatetatetetatctatetatatetatetetatatetetet 
$ttt, ttatatt tt ttt bid tte SII Merge rerarareromacererereeeee 
POPP PT tht Pt ttt ttt ttt td SATE TEST SAT TS tt St tt tt 
tei debe dish dh dh bs bb yt siete t Nath tatatitit tt titted Sith ttt CH 
tt ttt itt et tt tat a ott Ft tt tt tt tt tt tte: Tit tit tt tit ttt ttt ttt tet ++ 
tatitititittt ttt ttt ttt mitgttst, Sati ttatatattatat ttt ttt tit ttt ttt tt tt ttt tt tt ttt tt tt ttt 
Cr rororarerer gro arererarany Teeth bees $444, Ft ttt tt ttt ttt PEELED TELL EEE TT TTT tt tt ttt tb tet 
Croat rer orararertge ett t ; 9+ 
St th ttt tt ttt ttt atehatetets tetititet St ttetatit ttt bet Coo ooo Moore ee oor roreroreree 
htt tcataty tatty ttt Ce batatatatathatytetyttytety ttitatatatettatatatatetatatetettatattettatetatatatetetatettaty 
ntihattatattattatetatetatetet Ntytytytatrtytyh ttt POG atatatatatatetettatatatetetatatatatetet 


rata t, 
tate — Saeteetetetetetets 
Serta 
sete tty 
Setetetetetetetety 
Soc erechceee 
ett 


es, 
es RA Sete tat 
+t >t be pret erety ® retereretetets tet terre Pelatetetetateteies 

retatat. etety ty tyr Repeats: Septet ee EL atatetettetatetet 
te etechrhe pertchrtrhchct Hate atstetetatatateteterettetetetststatetettes Dl sitstetetetststet 
% etatetetet sty phrhetitrh tet Sree 


5525, 


pateh tetettt stetetetetetetaty a et patetatetet Th tr +e +a. 
tetcte) itetetetetettrtetrtrttctet treet tate crate ataaraanara saranare Satetatetetateh Syichtctehtyict 
te cht teh ote a 
tata tty or, otetetetete 555 4 
e+ + Cx MX MD Cx OX 2 De OK OD Cx MD 
sateteteten ry retetatetetetetetete ts 
Sete pratatats! tihchttetetehctchhet 
etatatytaty SEES ptataty! rhb tet rtetet 
tatetet Shetty ttt ttt, Rts? Tt 
B252625 e504 reretere Satchchcettetchcke 


eh 
Hatetetery 
atatatetate. tat + 
fats echchchchch ck Seite 2 Reece ME preceecete: 
+ 4 + 
+ ererereed sahrtchrtchctitche 
R555 ratatet: Fetters 
6s 
*. Xe $4.4, 4.4 


+ 
o es 
+ Satetetetetetetetetetety 
255 setae 
He setatatstetatstatetetete’ 


fl 
norcsres + 
etate 
6252525 
eee 
Poese eetetetetety 
at eteta tate te tats 
eatete Poe 
6252525 Setptety ta tete 
Becerra phat heheh 
tata tety 
cakanereres 
ptatatetetety 
ete 
Set 
ptatetetaty 
rere 
's 


eta ty ty: 
eta taty ty ty: 
ORCC Cec 
Prhcthttchtetctct 
yy, 
tatty ty ttt ttt 
5055252625 
Perec 
ht 


= 


ras atetats att 
Sees Cue 


Hetetete tats 
satetetetate + 
62 a tats 
tetetete ttt 
tetera ttt tatty 
2525 
stetetettatatetey tt 
rater etter eh tty t ty 626262625 
ptatete hth tty: ° 


tate: 
oboe tet ehchce itshetet 
etatetetstatetetstaty be hr tertats 


+ 


4 gt 0 ttt te 
ater tit 


i? 
x2 


SEO REM rat 
PoC ehhh tert chet on 

ated Satetetetetetetetatatatetetetetetetytytytaty ey 
Pht tek eS 


3) 


hath tt art Sh  tt. 
POR oD ‘ atatahitetteheteh 


thet 
CoC) 
erket 
oe 
525255 itetatetatetatetatetatetetsterate? 
255 bphchtdetchchchrtrh hone, 
ech 
ees 
es 
etatetets 
ptatetety 
ptatatetetaha ts tat, 
Septt thts 


tatats 
aytattettetgt 


ete 
rete 

atehetatet 

oe 


sat 


Ot o> " " F ee a a ae de an oe 2 m Sat tet tte, 
rete t ttt etter et! etetrereceret reste 569 Riatstesisieiieie 
eatete 

pean 





32 





MAPS * N 


MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * 


* 


Pas ass oases noes 
seen 


“? 
fen: 
Da 
. et 


s 
ttt MR RM, 


etatetetatatet, 


KMD 


L——~. 


nictrthetytetetytetetyts NO dV¥W WOdus 


CH 


tat st ttt. 


arenes? 


x + 


33 


Se 
aerate 35 


tatetetat yt 


ox 


JONVYELN 


ne ye 


fe 


nae 


+, 


to 


i 


BOOK 


Festa s 


ots 


+: 


HOLVH 


cesreenseasalie 


at 


+: 
ae + 


+ 
a 


aot 


re) 


eect 


+, 


tert 


25 4 
as 











S * POKES * POKES * POKES * POKES * POKES * POKES * POKES * 


HADES NEBULA 

One from Jon North for 255 lives. 
10 REM Hades by Jon North 

20 CLEAR 24575: LET t=0 

30 FOR f=23485 TO 23525 

40 READ a: POKE f,a 

50 LET t=t+(f-23475)*a: NEXT f 
60 IF t-127332 THEN STOP 

70 LOAD ""CODE: POKE 65134,1 
80 RANDOMIZE USR 65088 

90 DATA 205,189,254,33,209 
100 DATA 91,17,0,64,1 

110 DATA 25,0,237,176,62 

120 DATA 64,50,134,254,201 
130 DATA 33,14,64,17,11 

140 DATA 96,1,10,0,237 

150 DATA 176,195,0,96,175 

160 DATA 50,219,194,195,48 
170 DATA 117 

Enter and Play tape from start 

for infinite lives. 


OKE TAPE FOR SALE 
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Zenji 
One for the Zenji fans courtesy of Jon North. 
1 REM Zenji by Jon North 

26 POKE 35731,0: REM lives 

27 POKE 38281,0: REM time 

100 MERGE "":RUN 

For infinite lives and for time. 


One of our top hackers, Jon North has a compilation tape for sale of 70 of his own routines for 
games released from September 86 to the present day. The tape is brilliant value and will set you 
back only £4. Send Cheques/P.O's to Jon North, Poke Tape Offer, 2 Hazelwood House, 4 Brunswick 


Road, Sutton, Surrey, SM1 4DQ. 
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WOLFAN 






No more crying Wolf, 
Jon North's here. 

Get the game in using this loader: 
10 REM Wolfan by Jon North 
20 FOR f=3e4 to 30016 
30 READa: POKE f,a: NEXT f 
40 MERGE"": RUN USR 3e4 f= 
50 DATA 221,33,0,64,17 
60 DATA 0,150,62,255,55 
70 DATA 33,3,19,229,195 
80 DATA 86,5 
When loaded, type: 
POKE 25862,0 for infinite lives and/or 
POKE 31273,0 for immortality then, 
LET 
to start the game. Don't type anything with the LET, there is a routine in the game the same as 
ON ERROR RAND USR... 

SO = need to an error (with LET) to start the game. 

















GALLERTRON 


5 REM gallertron by Jon North 

10 CLEAR 28671: LOAD ""CODE 
20 POKE 55601,201 
130 RANDOMIZE USR 5e4 
—/ Bi 40 POKE 53213,0 
a 50 RANDOMIZE USR 39997 


Having trouble with this 
cheapie, have no fear, 
Jon North's here: 


Infinite lives, 
play tape from the 
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QUARTET 





O Jet Pack 





= NASTIES 
Q = OBJECT 
KH = KEY HOLDER (MONSTER) 
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Scott Moore takes 
his regular trip to 
the arcades to take a eS 

- Se ee 7 i, ; — N11 ul 
a look at four ee a Se 
games, old and qi.' 





{FI g 


new: 





en 


Title: Enduro 
Racer 
Publisher: Sega | 
Price: 20p We Wf 
j 
Segas Enduro Racer is following on from where Hang-On left off. It is a trial bike simulation 
where you sit on a motorbike complete with handlebars, brake etc. The aim is to ride through 
seven levels which are of increasing difficulty against other riders. The track contains trees, 
water, boulders and most exciting, the logs. They come on the screen many times on a level and 
the only way to get past them is to quickly pull back on the handlebars to fly up in the aur, 
jumping over them and, hopefully, avoiding the rocks. 
Like Segas, other smash-hit arcade game ‘Out Run’, the track rises and dips as you go up and down 
hills. One of the most spectacular features of the game is crashing, it is almost worth wasting 20p 
to see it. You and your bike fly in the air and land in a heap. To make things worse, there is a 
time limit which makes you want to have just another go! The graphics are bright, colourful and 
smooth, but the trees move jerkily. If you've only played the computer version, try and have a go 


CUE oy, Witte pape 


- 






LLL OT 








at the original. 


Title: 720 degrees 
Publisher: Atari 
Price 20p 





If you are a skateboard expert, you will realise straight away that the title is the name of one of 
the harder moves of skateboarding. The game is set in Skate City. In the City there are four parks 
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that you can enter to win, (hopefully), prize money, which 
can be spent in shops scattered about. Here you can buy new, 


__ ier better, equipment such as pads, boards and shoes. You are 
Ct not alone in the City - there are BMX bikers, other skate- 
\ boarders, and even frisbee throwing girls. While riding in 
\ -. the City, different moves must be executed on the skateboard 


to obtain tickets which let you in the park. 
If the machine bellows the words ' Skate or Die’ you must 
quickly ride in a park or be killed by a cloud which chases 
you. Once in the park, depending on which you're in, you 
will take part in a sort of race down a number of ramps. If it 
is completed quickly enough, you'll receive a medal and some 
money. The graphics are excellent; bright, colourful and 
as superbly animated. This game would make an excellent 
conversion to a computer if enough time was spent on it, but 
if you can't wait, play this or play ‘Skate Rock' (Bubble Bus) 
which bears a remarkable resemblance. 








Title: Pacland 
Publisher: Namco 
Price: 10p 


Many years ago, there was an arcade game called 'Pac-Man' which became one of the arcade 
classics, joining games such as Space Invaders, Scramble etc. It was a very successful game and 
around two years ago, Namco decided to release a follow-up, hoping to cash in on the success of 
the prequel. Instead of eating dots, our hero needs to make trips in Pac-town which is inhabited 
by his worst enemies - ghosts. 
They try, as hard as they can, to kill our hero by chasing him, running him down, and the ghosts 
even take to throwing their babies at Pac-Man to be rid of him. Pac-Man can, as in the original, 
eat a power pill, which for a limited amount of time lets him eat the ghosts. The object is to gain 
es points by ii 
collecting fruit and 
finally completing 
the level. There are 
lots of features in 
the game, letting 
you obtain extras 
for Pac-Man, like a 
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hard hat and magic boots. The games and graphics are cute, with a bounce-a-long tune. The game 
did not prove to be as successful as the original, but gained a cult following. 





Title: VS Slalom 
Publisher: Nintendo 
Price: 20p 


Nintendo isn't one of the best arcade game producers, but wil tnis change it? Well, there's no 
bizzare scenerio, just plain skiing. It gives you a chance to stand in Peter Muller's boots (or skis) 
and to race down a snowy, icy mountain. The most unusual thing you'll first see, is the actual 
machine. There are two ski poles and two shortened skis. The poles are fixed on the floor and 
come through the cabinet to form joysticks. 

You control a man on the ski-run and pushing the poles forward result in the man speeding up, 
and pulling back slows him down. Putting your weight on the left ski moves him left, and pressure 
on the right ski moves him right. The aim is to slalom down the run quickly whilst avoiding 
snowmen, fir trees and fellow skiers. The idea of slalom is to ski between poles, but it is 
especially hard with other skiers around you. After completing the first one, you are placed on a 
different, more difficult run. 

The game is very addictive at first, but after playing a while, it becomes boring with the clever 
skis making the game. The graphics need tidying up as they are very poor. Avoid it! 
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FLASH GORDON 


C Ballance offers a solution to this excellent game. 
Solution 


Level 1 - In the Jungle: GO LEFT, MOVE IN AT CROSSROADS, SHOOT SNAKES IN TREES, SHOOT BEE 

HIVE, DUCK TO AVOID BEES, GO LEFT, COLLECT AMMUNITION, MOVE OUT, SHOOT TWO BIRDS, 
RIGHT, SHOOT MONKEY, RIGHT, RIGHT, DUCK TO AVOID THE SKELETON WARRIORS SPEARS, 
MOVE IN, RIGHT, COLLECT AMMUNITION, RIGHT, KILL MONSTER (3 or 4 shots needed), RIGHT, 
RIGHT, MOVE OUT, KILL MONSTER, RIGHT, SHOOT BIRD AND SPIDERS, RIGHT COLLECT 
AMMUNITION, RIGHT, MOVE IN, KILL SNAKES, RIGHT, AVOID SPEARS OF SKELETON WARRIOR, 
RIGHT, KILL A BIRD AND JUMP OVER THE OTHER ONE, RIGHT, AVOID SPEARS OF SKELETON 
WARRIOR, RIGHT, MOVE OUT, KILL MONSTER, RIGHT, SHOOT SPIDERS, JUMP HOLE, RIGHT, KILL 
DOG, ENTER CAVE AND YOU ARE ON TO LEVEL 2: 


Level 2 - Battling Barin: MOVE TO FAR LEFT, FACE BARIN AND KEEP DOING THE LOW PUNCH. 
HE MAY HIT YOU A FEW TIMES BUT HE LOSES. 


Level 3 - SHOOT FLYING GUARDS WHEN THEY ARE AT A DISTANCE OR ELSE MOVE AWAY 

WHEN THEY GET TOO CLOSE. WHEN GOING THROUGH THE MINEFIELD, DON'T HESITATE OR THE 
MINES BLOW YOUR SHIELDS AWAY VERY QUICKLY. ONCE MING IS IN VIEW, SHOOT HIM DOWN 
AS QUICKLY AS POSSIBLE OR HE'LL SOON HAVE THE BETTER OF YOU. WHEN MING IS 
DESTROYED YOU'VE SAVED EARTH AND COMPLETED THE GAME. 





And as Quick as a flash, a Jon North routine. 







4s y 
es 


4 
4 } 


41 





MAPS * MAPS * MAPS * MAPS 


MAPS * 


S * MAPS * 


* MAPS * MAPS * N. 


| La¥d 


HOYvSS3d NOLTFAA 2861 (9) SPEUAA 42 (11 


es 


UMOD 


ya 


GES | 


oodUINAA = AK 


O=O & 
joog = gz 


SOD =D 
dh 


_o,+  selgang=4q 
Paltie 


1007 
OddAH 


Aad 
T5A51 dOL/LSI 








42 


IPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * MAPS * 


casa T3AITONZ 








jody, = AN 


Mh 


OUD =O 
WIL=L 
!lO=0 


43 


Oe salqqnd =¢q 


HOU ¥3SSY NOLTYA £861 ey 








S * POKES * POKES * POKES * POKES * POKES * POKES * POKES * |] 


HYDROFOOL 

Infinite rustometer, play tape from the start. 
5 REM Hydrofool by Jon North 

10 BORDER 0: POKE 23693,0 

20 CLEAR 24799: LOAD ""CODE 

30 LET a=63994: POKE a,26 

40 POKE a+1,101: POKE a+53,34 

50 POKE a+54,101: RUN USR 6e4 


HYDROFOOL 

No need to get wet, thanks to Donald Hay. 
10 BORDER 0: PAPER 0: INK 0 

20 CLEAR 24799 

30 LOAD "" CODE 

40 FOR F = 64081 TO 64085: READ A: POKE F, A: NEXT F 
50 RANDOMIZE USR 65300 

60 DATA 62,201,50,3,101 

Run and play tape from the start for invincibility. 
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SOOOOOOHH 


TO THE CONTRIBUTOR OF THE BEST COLI 
PLAYING HELP RECEIVED EVERY J 










ON OF GAME 





1. Write neatly or if possible type your contribution, 
machine they have been produced. NB. All items s 
own work and not copied from anywhere else. . 
2. Ensure maps are as clear and precise as possible. 
3. Ensure that all your work is correct ie. that pokes wo: 
4. If you wish your work back, please send stamped ad 
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Tarantula 


Jon North adds bite to this cheapie. Se ae eee 
For Immortality, play the tape from the start. 


10 REM Tarantula by Jon North 

20 CLEAR 24831: LOAD " "CODE 
30 READ a 

40 IF a=999 THEN RUN USR 64070 
50 IF a>256 THEN LET b=a 

60 IF a<256 THEN POKE b,a 

70 LET b=b+1: GO TO 30 

80 DATA 64171, 195,0,252 

90 DATA 64275,14,252,64511 

100 DATA 8,253,124 ,254,250 

110 DATA 48,3,253,115,0,8 

120 DATA 195,175,250,62,201 

130 DATA 50,191,149,195,60 

140 DATA 140,128,223,181,209 
150 DATA 177,144,141,139,151 
160 DATA 206,198,199,200,999 





PYRAMANIA 
Donald Hay gives a poke for infinite lives 


CLIFF HANGER 
10 INK 0: PAPER 0: BORDER 0 


Jon North makes sure there'll be no more 20 CLEAR 25599 
hanging about: 30 LOAD ""CODE 16384: LOAD CODE" 


10 CLEAR 25659: LET t=0 40 POKE 30349,0 

20 FOR f=3e4 TO 30016: READ a 50 RANDOMISE USR 38400 

30 POKE f,a: LET t=t+ (f-29990)*a Enter above and load tape from start for 
40 NEXT f: READ a: IF t<> a THEN STOP _ infinite lives. 
50 RANDOMIZE USR 3e4 

60 DATA 205,86,5,221 33 

70 DATA 171,254,17,84,1 

80 DATA 62,255,55,205,86 

90 DATA 5,201,54755 

100 POKE 65304,201: RANDOMIZE USR 65280 

110 POKE 26515, liv: RANDOMIZE USR 25660 

Change the liv in line 110 to the number of lives (1-255) then play the tape from the start. 
Note that anything more than approx. 100 gives a corrupted screen but DOES WORK. 


to #.6.4.4.0.6.6.0,6,6.6,016,0,0,0,0.0,0,¢.0,0,6.4,6 0.6.6 4.6.0.6 6.0 6.0.0.0.4.0.0.0.6 0,0 0.4.4 0.0.6.0.0,0.0.6,9,6.4,6,6,0,6,5,9,5,0,0,0,9,0,0,0,0,0,0,0,0,0,5,8,0,0,0,0,0,0gtatgtatatareratererarerersreressrsrerarerereerrees erent eeeseeeetsateteatatetstetatetetatetetatetatetetatetatatetatetatatetetstetetetatetatatetetatctatetetetetetetstetetetetetete 
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MULTIFACE POKES 


LIGHTFORCE - 
255) 


lives 


REVOLUTION - 
255) 


lives 
1942 - 


255) 
255) 


NIGHTMARE RALLY - 
255) 


lives 


DRAGONS LAIR - 
255) 


FROST BYTE - 
immortality (FALLS!) 
time 


BOMBSCARE - 
in energy 


when energy is at minimum 


energy at minimum 
URIDIUM - 


SHAO LINS ROAD 
259) 


TWISTER - 











39774, no. of lives (1- Ic EME 
40725,182 = infinite 


34759, no. of lives (1- fi 
55659, 182 <= infinite 


pee = infinite lives 
26287, no. of lives (1- 2 
26515,182 = infinite 


47372, no. of lives (1- 
51867,0 = infinite lives 


35650,201 = 


Daa aaa a haha a aaa aa aaa a i aaa a a aa a a a ad aad aaa eM MIM A i A IN An 
COO ata aaa aaa a aaa al a a th ad a a a a eM 


33805,182 = infinite 


56765,201 = No death =: 


56776,201 = Wrap at 


44794, no. of lives (1- & 
44838,0 = infinite lives 2 
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Greytell 40 READ a: POKE fa: NEXTf£ 2 
50 LOAD " "CODE 24100 = g 

Nine lives not enough? Well 60 POKE 24143,64 % 

Jon North comes to the rescue. 70 POKE 24109,255 | § 

For infinite lives, play the 80 RANDOMIZE USR 24100 ni 

tape from the start. 90 DATA 205,80,94,33,95 ai a 
100 DATA 255,17,157,64,1 ala 

10 REM Greyfell by Jon North 110 DATA 7,0,237,176,201 Bia 

20 CLEAR 25¢3 120 DATA 175,50,230,223 aia 

30 FOR f=65360 TO 65381 130 DATA 195,157,127 | 
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AUF WIEDERSEHEN MONTY 
THE MAP 
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@> ~ 2 Way Exit F = Football 


+ = 1 Way Exit — 


. <ee M =Mona Lisa ; , a: af ’ 


B  =Bacon Os eased 


sachs T =Todls 


CL = Clock U = Tulip 


D = Steering Wheel W =White Wine 


E  =Extra Wheel X =Cok 


Numbers represent airports. 
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AUF WIEDERSEHEN MONTY 
Robert Troughton gives some tips on this Gremlin game 


Use these tips in conjunction with my map. 
Here is a list of the airports, and where they take you:- 








Airport From To 

13 Spain - Airport France - Paris 

10 France - Paris Belgium - Antwerp 

4 Belgium - Antwerp Luxembourg - Luxembourg 

9 Luxembourg - Lux Netherlands - Amsterdam 

3 Netherlands - Amsterdam Spain - Airport 

8 W. Germany - Bonn W. Germany - W. Berlin 

5 W. Germany - W. Berlin E. Germany - E. Berlin 

6 E. Germany - E. Berlin Yugoslavia - Airport 

12 Yugoslavia - Airport Italy - Rome 
Italy - Rome Greece - Olympus 
Greece - Olympus Swiss - Bern 
Swiss - Bern Yugoslavia - Airport 
Moledavia Denmark - Copenhagen 
Denmark - Copenhagen Sweden - Bjom 
Sweden - Bjom Denmark - Copenhagen 
Czechoslovakia - P. False Airport (Minus tickets!) 





To get the Tulips, get the Cork from France, and take it to Amsterdam - walk up to the boy,,and he 
will swap the Cork for some Tulips - now take the Tulips to the bottom of the Leaning Tower of 
Pizza, and touch the girl - she will take the Tulips. ‘ 
Take the Tools from W. Germany, and you can fix the Austrian lift. 
Take the Bacon to Czechoslovakia (Don't go into the Airport!) 
Take the Mona Lisa to Itsadaboss, Italy, and walk up to the Fence. 
Take the wine to Dortmund, W. Germany. 

Collect the Record. 

Take the football to Juventus, Italy (Go to the airport at Rome) 
Take the steering wheel to Monaco, France. 

Don't visit Montos (or the screen to the right) until you are sure you 
have done everything, and got maximum money - there are a further 3 ECs 
at the harbour, which should be collected last. 
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AGENT X 

Help with the X Factor from Jon North: de n Noth eee ee 

10 CLEAR 24999: POKE 23607,128 2 

20 LOAD "" SCREENS: LOAD "" CODE |: 

30 LOAD "" CODE e 

40 POKE 26099,0 

50 POKE 25917,0 

60 RANDOMIZE USR 25e3 

Line 40 gives infinite lives and line SO gives infinite time. 

then RUN and play the tape from the start. 

KAT TRAP 

Want a Poke to close the trap? Routine from Jon North: 

10 LET t=0: FOR f=3e4 TO 30016: READ a 

20 POKE f,a: LET t=t+ (f-29990)*a: NEXT f 

30 READ a: IF t<> a THEN STOP 

40 RANDOMIZE USR 3e4 

50 DATA 205,86,5,221,33 

60 DATA 215,253,17,0,1 

70 DATA 62,255,55,205,86 

80 DATA 5,201,33907 

90 POKE 65136,220: POKE 65137,255 

100 LET t=0: FOR f=65500 TO 65507 

110 READ a: POKE f,a 

120 LET t=t+ (f-65490)*a: NEXT f 

130 READ a: IF t<> a THEN STOP 

140 RANDOMIZE USR 65024 

150 DATA 62,45,50,63,121,195,0,108,8989 for infinite lives 

150 DATA 62,liv,50,178,114,195,0,108,9891 for x lives 

Also need this line if using x lives: 
125 LET t=t- (11*liv) 
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Nemesis The Warlock 
Does this game make you want to spit? Well Scott Moore has some ideas which may help. 


To complete a screen, a set number of terminators must be killed. There are three kinds of 
weapons which Nemesis carries. 

1) The sword. This can kill a terminator from a close distance and it is the only permanent 
weapon. . 
2) Gun. Can only be used in conjunction with bullets which are 
represented on the screen by a small box. Ducking down while 
on the box gives 12 bullets. Be careful; don't pick up 2 sets 

at once, as only a maximum of 12 bullets can be carried at 

any one time. 

3) Acid. This can only be used once on any one screen, and when 
shot it destroys everything it touches. 

At the bottom right of the screen there is a picture of Torquemada, 
Nemesis's enemy, which slowly appears as his influence grows. The long Wk 
it takes to complete a screen, the more the influence grows.As the picture 7@~ 
becomes more and more visible, he will turn the dead bodies of the can ON into iiss who 
carry scythes. These require multiple hits, but stay dead when killed. When the required amount 
of terminators have been killed an exit will appear to the next screen which can be in any 


direction. On later screens kill terminators on top of each other to create platforms to climb onto 
to find the exit. 































ASTERIX AND THE MAGIC CAULDRON HIGHLANDER 

John Capel offers some advice: John Capel helps you save your head: 
When fighting Romans, get in close and do low kicks. Kneel down and repeatedly do a high 
When fighting Pigs, use punches. block. 


To surrender when fighting a Roman, 


es ARMY MOVES 
wait in a comer. 


John Capel offers the Part 2 code: 
It is 27351 


STARGLIDER 


Help on levels from John Capel: 
Level 2 - Pick up ‘Super Missile’ SS 5 
Level 3 - To wipe out enemy command centres, fly at ground level very fast, and fire 
missiles as you are just about to hit their base. 

Level 4 - Same as level 3, but destroy ammo dump instead. 
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Express Raider 
Battle on those train tops, with help from Ashley Cotter-Cairns. 
Screen ] Banker 

The banker is easy to defeat; either crouch down and do a low kick (down and fire) 
or if you're feeling adventurous, try a variety of moves. When the coyote runs across, 
dispatch him with low kicks. The closer you are to the front of the train the quicker 
the time goes down, so for a higher score stay back and constantly kill the coyotees 
(you get points for each). When the time runs out, you are taken to the next train. 
It is easier to give a method for defeating each type of opponent. 

Screen 2 Train Tops 

Man - Similar to the banker and easy to kill off. 

Bottle Thrower - This guy lobs bottles at you relentlessly. To kill him you need to 
constantly run forward and kneel down (down and right) to avoid the bottles. If you stay still he 
throws them much faster so keep moving. When you get close, kneel and keep pressing fire. If the 
bar goes up at the top, then you're positioned right and he'll die. 

Gun Man - Like the bottle thrower you must keep running forward and kneeling down to 
avoid the bullets. But once you get fairly close you must dispatch him with high kicks because 
he'll keep on shooting you otherwise. Quite a hard opponent, so persevere. 

Coal Shoveler - One of the most difficult people to kill off. Keep kneeling and running as in 
gunman and bottle thrower, but he fights with a spade. When you get close keep doing high kicks 
to kill him. 

Hanging Man Grabber - He grabs your feet to drain your energy. Do a low kick to knock him 
off, but the last one always hangs on, so do a high kick to get him over at the end. 

Crate Shover - Run as close to the boxes as possible, kneel down and punch repeatedly; as 
you get a bottom one, the top one will fall and you will punch it. The man is quite difficult to 
kill,;combine your moves and he'll die This leaves you right at the left, so watch the time! 

Coyote - He is much harder to kill than the one at the engine screen with the banker, so 
don't try to kill him, just jump over him to reach the end of the carriage. 

Screen 3 Shoot Out 

Low - This low carriage makes you retreat far down the screen. Once there it's easy to pick 
off the men and dodge their missiles. 

Boxes - Crates provide varying heights of positions for the men to appear behind, so you'll 
be going up and down all the time. Don't let this put you off dodging the bullets, or you'll die 
quickly. 





Carriage - All the windows are at the same height so it's easy to do this one. To claim the 
gold from the woman, shoot her once, but if you hit her twice you'll lose a life. 

Coal - Another easy one. The men are high up this time so be careful of their missiles, but 
they're all the same height so there's no need to go up and down. 

Engine - Very difficult to stop. Keep shooting all the time and if a red blob appears you've 
hit it. Keep shooting at different parts of the engine, and you should stop it. 
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aces en By Ashley EXPRESS RAIDER MAPS 
LEVEL 1 Cotter-Cairns 


LEVEL 3 


MAN CRATES | HANG COAL | ENGINE 


LEVEL 5 


MAN | 00G | CRATES HANG | CRATES COAL | ENGINE 


LEVEL 7 


BOTTLE CRATES | COAL COAL | ENGINE 


SHOOTING SCREENS 
LEVEL 2 XXXXXX 


BOXES caR | COAL | ENGINE 





LEVEL 4 


. 
LOW BOXES COAL ENGINE [xxxixPx]x] Cartridge 
EZ 
LEVEL 6 


LOW | CAR | BOXES COAL ENGINE 
LEVEL 8 


LOW | CAR | BOXES COAL ENGINE 


Engine 
X = Where to 
Hit 


Man = Unarmed Cowboy Hang = Hanging Man Grabber 
Bottle = Bottle Thrower Coal = Man with Spade Crates = Man pushing Boxes 
Gun = Gunman Dog = Coyotte 
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YABBA DABBA DOO 
Help for Fred Flinstone fans, thanks to Nikos Anastasiadis 


10 REM YABBA DABBA DOO (INFINITE LIVES) 
20 FOR N=65000 TO 65007 : READ A: POKEN,A: 
NEXT N 

30 LOAD ""CODE 

40 POKE 64909,195 : POKE 64910,232 : POKE 64911,253 
50 RANDOMIZE USR 64767 LN LS 






etter arate 





CRAZY CAVERNS es 
A C Davis produces a program to get an infinite 
lives poke in for this old Firebird game. 

10 CLEAR 24999 : PAPER 0 : BORDER 0: CLS 


a JUDGE DREDD 
a John Capel provides a Poke: 


20 LOAD ""CODE - pea Eslig : LOAD ""SCREENS : 
30 RANDOMIZE USR VAL "29200" Bek, 

40 POKE 26191,0 : 24: 

REM INFINITE LIVES HACK BY AC DAVIS _‘Ml RANDOMIZE USR 24736 


50 RANDOMIZE USR 25000 fj Enter listing then start tape. 





BOMB JACK 

Niko Anastasiadis of Greece has hacked this classic: 

10 REM BOMB JACK (INFINITE LIVES) 

20 CLEAR 29877 : FOR N=23371 TO 23377 : READ A: POKEN,A : NEXT N 
30 LOAD ""CODE : POKE 65534,91 RANDOMIZE USR 65465 

40 DATA 175,50,64,195,195,75,193 
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Hello, I'm Andrew Harrison, and I look after the 
video world articles for H & D. This month I 
review two films to be released at the end of 
August, plus the usual look at what's happening 
around and about. With this being the launch 
issue, I have an added bonus of a special item on 
that wonderful horror director George A Romero; 
read on. 


Title: Deadly Friend 

Released By: Warner Home Video 
Running Time: 87 mins. 

Cert.: 18 

Release Date: 28th August 

Movie Type: HORROR 

Rating: 70% 


This is Wes Craven's latest movie to hit the video 
scene just after Elm Street IT in April. 

It deals with a teenage genius called Paul (Matthew 
Laborteaux. You remember, the boy in Little House 
on the Prairie) who implants the robot brain he 
created into his dead girlfriend with some rather 
gruesome consequence. 

The film itself is kind of like a modern day 
Frankinstein. 

Laborteaux first shows us his genius by building a 
niffy-looking robot with a very strange voice. Pity 
the poor thief who encounters the robot when he 
breaks into Laborteaux's car. "You're kind of cute” 
he tells the robot, who then tries to strangle him. 
Laborteaux is the new kid on the block, but he soon 
makes friends with Tom (Michael 

Sharrett) when he makes an impression on the local 
hoodlums, with his robot, by nearly demolishing 
them; and he falls for his neighbour Samantha 
(Kristy Swanson), although the path of love doesn't 
run too smooth for them because of Swanson's 
drunken father beating her up a lot. But one night 
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Video World 


Introduced by Andrew Harrison 





he goes too far and Swanson is thrown headfirst 
down the stairs and ends up in hospital on a life- 
support machine. 

This is when Laborteaux, after salvaging the brain 
from his robot, which was blown away with a 
shotgun by Elvira (Anne Ramsey) a recluse, 
decides to put his genius to the ultimate test. 
Helped by Sharrett, he swipes Swanson's body from 
the hospital and implants the robot brain into her 
skull. But when Swanson is brought back to life, it 
is not to rekindle her interrupted love life with 
Laborteaux, but to deal out grisly vengeance. 
Deadly Friend is not what you would call Craven's 
best work, but if you like shockers with state-of- 
the-art special effects and a giggle now and again, 
then this is one for you. One bit I did think was 
well done is when Swanson explodes Ramsey's head 
with a very well-aimed basketball, (sounds nice 
doesn't it!) 


Title: The Mosquito Coast 
Released By: CBS/FOX 
Running Time: 113 mins 
Cert.: 15 

Release Date: 27th August 
Type: Drama 

Rating: 80% 


Peter Weir the man who brought you 'Witness' and 
‘The Year of Living Dangerously’, now brings you 
his second movie with Harrison Ford. "The 
Mosquito Coast’. The story is about Allie Fox 
(Harrison Ford), an eccentric New England 
inventor, deciding to take himself and his family 
away from every-day America to live in the Jungles 
of Central America. 

Set in the swampy terrain off the east coast of 
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Nicaragua, the Mosquito Coast is kind of like an 
adult Swiss Family Robinson. 

Fox buys a small rundown town in a jungle clearing 
and sets about turning it into a paradise. But when 
things start to turn bad, Fox starts to loose control, 
and turns his anger onto his wife (Helen Mirren) 
and children. 

But the truth is that you can't escape from 
civilisation, only from your normal routine. 

The film itself is good, but the storyline isn't that 
brill but better by far from some of the trash I've 
seen lately. Very good acting from all, including 
the very talented River Phoenix who plays Fox's 
son. 


Movie And Video 
News 


You can't keep a good ghost down for long these 
days. Gary Sherman (Wanted Dead or Alive) has co- 
written and will direct Poltergeist If, starring 

Tom Skerrit, Nancy Allen and the two veterans of 
the first two parts Heather O'Rourke and Zelda 
Rubinstein. 


Filming of Stallone's latest Rambo movie is 
scheduled to start in September. 


Great news for all Trekie fans. Star Trek V is due 
at the end of 1988. 


Ken Weiderhom is bringing The Dead back again in 
Retum of the Living Dead Part 2. 


Amold Schwarzenegger has just completed his 
latest Conan epic and is now going to star in a 
movie from one of Stephen King's novels called The 
Running Man. 


Embassy Home Video have the second half of the 
year lined up with some big releases, beginning 
with Michael Caine in Half Moon Street in 
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September, Labyrinth in October, Name of the Rose 
in November and The Whistle Blower set for 
December. 


A couple of blockbusters that may be released by 

CIC Video at Christmas are Legal Eagles, Children 

of a Lesser God, Amo, Star Trek IV the Voyage ° 
Home. 


Another big release that may be out on video at the 
end of 1988 is Beverly Hills Cop 2. 


Amold Schwarzenegger's new movie Predator has 
been a box office smash in America and Fox have a 
close eye on it for a release over here. 


The Gate' a new box office horror hit in the U.S. has 
been snatched by Medusa for release on video's 
over here. 


Stallone's ‘Over the Top’ is to be released later this 
year by Rank. 


Robert Shaye has announced that there is to be a 
Nightmare on Elm Street IV. 


Anybody who saw Critters and liked it will, I'm 
sure, be happy to know that there is to be a second 


part. 


GEORGE A. 
ROMERO'S 'DEAD' 
TRILOGY 


In 1967 one man had a vision that would start a 
genre and give us another reason to be afraid of the 
dark. This man was George Romero, whose trilogy 
of horror took seventeen years to complete, and 
when finished, it made him one of the best horror 


film directors of our time. 


It started in 1968 with ‘Night of the Living Dead’, a 
low budget movie shot in black and white (to keep 
costs down) by a group of amateurs. But when it 
was released, it became an instant box office hit, 
and was hailed as a classic horror masterpiece. 

The movie tells the story of a group of people 
barricaded up in an old house surrounded by an 
army of undead. But it is not just happening there 
as they found out from radio and T.V. There is 
epidemic proportions of whole sale murder all over 
the country. 

On reports from T.V. the scientists had linked the 
reanimation of the corpses to a mysterious high 
level of radiation from a probe that had returned 
from Venus but had been destroyed before landing. 
Groups of hunters were set up round the country to 
destroy all of the marauding ghouls and the local 
T.V stations were giving out help on the air on how 
to protect yourself. "They're slow moving, Bum 'em 
or Blast ‘em in the head’ one of the hunters that 

was being interviewed said. But back at the house, 
the dead are breaking in. 

The film has a chilling ending and shows us that 
you can't always kill all the monsters. 


In 1978, the second part of the trilogy was 

released. Dawn of the Dead was another box office 
smash and this time, he had colour in his movie 
and some very good blood curdling special effects 
by make-up master Tom Savini. 

Dawn of the Dead starts off with the problem of the 
Zombies worsening, people are leaving the cities, 
soldiers deserting and so on, all trying to find a 

safe place to hide. 

Two S.W.A.T. members, a pilot and his girlfriend 
all fly off in a helicopter and eventually find a 
giant shopping hall whose only inhabitants are the 
lifeless corpses. They soon clear out the Zombies 
and lock the place up and then build a home for 
themselves. But one night bikers come and open 
the whole place, letting the Zombies back to their 
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domain and to the humans. 

This in my view was the best one of them all, the 
one you could actually believe in!, and after seeing 
it over a hundred times, I still think so. 


In the Summer of 1985, George Romero released the 
most eagerly awaited film of them all. Day of the 
Dead was the final part, the part that most Zombie 
fans, like myself, would have killed to see. 

It tells the story of the supposedly last twelve 
survivors alive in the whole world with the rest 
being the decomposing flesh eating Zombies. The 
team of survivors consisted of army and scientists 
trying to find a way to make the dead behave and 
not want to eat them. 

Their situation grows worse. They are running out 
of supplies and the scientific and military teams 
are at each others throats. But a bigger problem 
has got worse; the Zombies have been let in. A few 
survive and fly off in a helicopter, but what is left 
for them. 

This part was a little stupid, attempting to teach 
Zombies how to behave, when there's only about 
twelve million of them. Ah well, I suppose you 
have to start somewhere. 

Anyway, for what it lacks in storyline it makes up 
for in special effects. Some of the best I've ever 
seen. Well done Mr. Savini. 


I have my own 
personnal copies 

of all three and 
wouldn't part 

with them for 

any other films, 
ever. Nobody should 
call themselves 

a horror film fan if 
they haven't seen these 
masterpieces of horror. 
I'll be back next issue 
with more Video news. 
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Welcome to the boring bit of the magazine! Seriously, if you don't like adventures, at least 


scan this page for a minute before turning over. 

Every month I shall be giving the solution to a Spectrum adventure as well as any specific 
help that is requested via this publication, regarding adventures. For the purpose of this column, 
"Adventure" means key input text or graphic adventure. Arcade adventures and strategy games 
are covered elsewhere. Further adventure material and reviews can be found in "What Now?". 

The first adventure of this column is: 


Ten Little Indians , 


A Solution By Ron Rainbird 
START (in railway carriage), WAIT, WAIT, E, D, GET SPANNER, U, E, LOOK TABLE, 
DROP SPANNER, S, DIAL 1983, LOOK SAFE, GET YELLOW FIGURINE, N, DROP YELLOW, 
N, N, N, E, E, EXAMINE MUD, GET BRASS KEY, W, S, EXAMINE CRATES, GET CANDLE, 
EXAMINE CRATES, GET ROPE, N, STAMP FOOT, SWIM, DIVE, GET VIOLET FIGURINE, 
SWIM, N, GO STATION, N, W, N, W, W, GO GATEHOUSE, U, TIE ROPE, D, E, N, E, E, GO 
STATION, GET SPANNER, GET MATCHES, N, W, N, W, W, GO GATEHOUSE, U, CLIMB 
ROPE, W, OPEN DOOR, GO DOOR, DROP BRASS KEY, PULL ARM (of armour), S, S, W, GO 
STAND, DROP VIOLET FIGURINE, 
S, E, N, N, GO STAIRS, U, E, E, GET BLUE FIGURINE, W, W, D, D, S, S, W, GO STAND. 
DROP BLUE FIGURINE, S, E, N, N, W, EXAMINE TABLE, GET SMALL KEY, E, 
DISMANTLE SUIT, DROP SPANNER, GET GREY FIGURINE, S, S, W, GO STAND, DROP 
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GREY FIGURINE, S, E, N, E, EXAMINE PLANTS, GET GREEN FIGURINE, S, GET HAMMER, 
N, W, S, W, GO STAND, DROP GREEN FIGURINE, S, E, N, N, W, S, DROP HAMMER, N, E, 
. GO STAIRS, U, E, GO WINDOW, GO BALUSTRADE, D, CLIMB FOUNTAIN, GET PINK 
FIGURINE, D, E, GET CHISEL, W, U, W, W, D, D, S, S, W, GO STAND, DROP PINK 
FIGURINE, S, E, N, N, W, S, GET HAMMER, BREAK TILES, GO HOLE, LIGHT CANDLE, 
P DROP HAMMER, DROP CHISEL, GET RED FIGURINE, U, UNLIGHT CANDLE, N, E, S, S, 
W, GO STAND, DROP RED FIGURINE, S, E, N, N, GO STAIRS, U, N, E, LIGHT CANDLE, 
GO OPENING, D, GET TROWEL, S, GET SILVER FIGURINE. 
E, U, U, UNLIGHT CANDLE, W, S, D, D, S, 8, W, GO STAND, DROP SILVER 

FIGURINE, S, E, N, N, GO STAIRS, U, E, GO WINDOW, CLIMB BALUSTRADE, JUMP, E, 
S, GET WHITE FIGURINE, S, JUMP, N, W, W, DROP CANDLE, DROP MATCHES, CLIMB 
ROPE, D, E, N, E, E, E, DIG, WITH TROWEL, GET BLACK FIGURINE, N, GO STATION, 
GET YELLOW FIGURINE, N, W, N, W, W, GO GATEHOUSE, U, CLIMB ROPE, W, GO DOOR, 
S, S, W, GO STAND, DROP YELLOW FIGURINE, DROP WHITE FIGURINE, DROP BLACK 
FIGURINE, S, E, LOOK SAFE, GET GOLD FIGURINE. 

CONGRATULATIONS. YOU'VE DONE IT! 
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The Living Daylights 
Jon North supplies the Pokes that gives you licence to kill. 


Type in the pokes, and type "y" to any prompts forwhich you want the pokes installed. Don't use 


capitals, and any other key will be interpreted as no! 

Lives is infinite lives. 

If Levels is installed, start the game as normal, but, when the going gets tough, press ABORT (3 & 

4 eeunienta to go to the next level, all the way up to level 8. When you ABORT there you will 
a 
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Publisher: Virgin 
R.R.P.: 7.95 
Game Type: Arcade Strategy 
Arguments continue to rage over whether Richard made it or not, but here's your chance to help 

him make it. 

This split-screen arcade game is designed for either one or two players. You play a powerful, but 
mischievous Eagle that can help (or hinder!) Richard. You can help control Richard's (or his 

rival's) balloon altitude and course and help ward off the dastardly hindrances that have been 

arranged for your downfall (literally!) 

Your opponent also has an Eagle as a mascot and between the pair of you it is out and out war most 

of the time! So take flight and good luck! 

Andrew's Comments: 

Perhaps not as bad as the speedboat one, but still totally average. 

Ashely's Comments: 

The game was totally different to what I expected. Eagles with a laser, seems just a little far 

fetched. If you're expecting some sort of simulation, forget it. See before you buy. 

Donald's Comments: 

A game that takes too long to play and becomes tedious, although fun at first. Not enough going on, 

would have been better at a budget price. 

Matthew's Comments: 

Very misleading, I was all ready to fly a balloon. Very disappointing, possibly worth £2 ' 
Martin's Comments: 

Fancy having to try and kill your opponent. £8 down the drain if you buy this one. 

Scott's Comments: 
Very average. 


TRANSATLANTIC BALLOON CHALLENGE : 
The scores 

Graphics 62% 

Playability 61% 


Lastability 58% 
Addictiveness 63% 
Value for Money 56% 
What Poke? Rating 59% 
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Hobbo the Elf, and Thor the Warrior, are imprisoned in the enchanted underground caverns of 
Dawnssley. To get out, they must collect keys, treasures, spells and potions. All the while they 
must fight off the guardians of Dawnssley - strange monsters who emerge from the solid rock. 
Hobbo is armed with his magic fire-balls, and Thor with his mighty throwing axe! One or two 
player action with 27 levels. 

Ashley's Comments: 

A little amateurish, but overall, a well designed game, which is a little iffy on scrolling. Not a 
large content, so the hardened gamesters may not be satisfied, but not a bad game. 


DAWNSSLEY: What Poke? Rating - 69% 








2 games for the price of one budget, the main one being Dead Or Alive which has you, as the 

sheriff of Dodge (the bullets) City, who must stop the bandits getting away with the bags of money 
from the City Bank, and freeing their comrades in jail. But stopping baddies takes it out of you a 
bit, so you have to keep an eye on your Thirst Level’. If it gets too low, you can always pop into 
the Hotel for a quick drink with the lads from the O.K. Corral. If your ammo gets too low, just walk 
over the body of a dead bandit, before he disappears and you will get more ammo. 


And then onto the freebie, Amaze, where your aim is to first reach your paint pot and then give 
the maze a new lick of colour. However, the continually moving doors and obstacles make your 
task increasingly difficult to perform. 

Andrew's Comments: 

Even at £1.99 it's a joke. 

Donald's Comments: 

AS are giving budget games a bad name. 

Jon's Comments: 

Not bad on a wet afternoon! 


DEAD OR ALIVE: What Poke? Rating - 39% 
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Twenty four hours to save the world! Take Flash through this multi load mega-game to find and 
destroy the evil Ming. Three different challenges to be overcome, each more testing than the last. 
Jon's comments: 


Flash Gordon is not a bad game, but it does tend to get repetitive and boring. Should be finished 
fairly quickly. 

Andrew's Comments: 

Shades of Tarzan, but a little too easy to win. 

Donald's Comments: 

Very reasonably priced, worth sticking at. 


FLASH GORDON: What Poke? Rating - 53% 





The planet Gallertron, which is fairly peaceful, has found itself at war with the nasty Aarls. The , 
Aarls have violated a designated no-mans land, and complete with your surface skimmer, you set 

off to throw a spanner in the Aarls works. 

Andrew's Comments: x 
Very poor shoot 'em up, pretty average even at £1.99 

Donald's Comments: 


Small sprites and slow scrolling turned me off this game. Each stage is very similar and 
repetitive, and Mastertronic can do a lot better. 

Jon's Comments: 

Not an easy game to control, but detailed graphics, kept my interest, and certainly worth £1.99 


GALLERTRON: What Poke? Rating - 56% 
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RED ALERT! the Lee Valley gold research base is under threat of destruction. The electrical 
power lever has broken off and there is no other way of switching off the plants pneumatic 
hammers. The hammers were installed to hammer bridge pillars into the river bed. The continuous 
operation of the hammers is causing the rockface to crack and crumble into the valley floor, 
threatening the base. 

Red O' Blair, famous trouble shooter, is choppered in to save the day. Your job is to help Red cast a 
new lever, but the only available material is gold, which first has to be found. The gold nuggets 
have to be pure in quality and exact in quantity to make the required lever. 
Jon's Comments 

I found this game totally confusing, and couldn't understand what I was supposed to do. Poor 
graphics and animation didn't help and I didn't like it at all. 

Carl's Comments 

Reasonable scenario, but a fairly poor game. 
PNEUMATIC HAMMERS What Poke ? Rating 38% 





To while away the hours in deep space while the robo boys look after the herds of Cybernetically 
Operated Wagons (COWS). Cowboys tend to get SPACED OUT frequently. The aim of the game is to 
get from the bottom left hand comer of their holographic screen to the top nght hand comer 
without getting SPACED OUT by the army of NASTIES designed to make life a little more difficult! 
Not only will you have to dodge the NASTIES but you will have to watch the penalty points. 
Andrews Comments 

This was a game I could get straight into, and although I have far from finished the game it is 
only mildly addictive, and I may pick it up only from time to time. 
Donald's Comments 

A nice mix of strategy and arcade although any skill factor is diminished by random elements. 
Mainly for the thinking type. 
Jon's Comments 

I'm not a fan of these games with an element of strategy, but it should appeal if you like to 
puzzle over your arcade games. 


SPACED OUT What Poke ? Rating 61% 
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The ultimate challenge for middle distance runners: to win the Olympic Gold against the worlds 
top athletes AND to break the world record in three events - 400m, 800m and 1500m. 

Run For Gold allows you to train two runners for this task: both a 400m runner and a 800m/1500m 
runner. There are four major championship finals: first Crystal Palace, then the European 
Championships, thirdly the World Championships and finally the Olympics. Your runners will 
have to race in local heats in order to gain entry to each of these finals. 

But there are forty other runners who share your dream of Olympic Gold. Each runner uses 
individual, realistic tactics. And, as you improve, so they will improve and the harder it will 
become to qualify for major championships. As you strive for the same goal, the race for gold is 
on. 

Ashley's Comments: 

Nothing like the Daley Thompson style of game, and it's style may turn the less dedicated off. 
Winning does not come easy, and you have to work hard at it. To win a medal in every event 
requires a good deal of determination. You can't go far wrong at £1.99 





As a new graduate of the Space Geology College, G-Man is sent on a mission to recover samples 

from the heart of the Sea of Dreams. Being new to a low gravity environment, he spent most of his 

time experimenting with his jet pack and consequently missed the Moonbus back to the Shuttle, 

G-Man will have to fly to the shuttle through the valleys of terror infested with hordes of evil 

aliens which will no doubt onslaught in frenzied attack. But all is not lost, G-Man still has his ‘ 
trusty short-range jet-pac and if he uses his FUEL and AMMO efficiently he has a small chance of 

survival! 


Donald's Comments: 

The action is far too slow and you cannot help but wonder what a difference a bit of speed would 
have added. Below Codemasters usual standard. A poor Penetrator clone. 

Jon's Comments: 

Very jerky action, and very annoying in that it will start your next life in a place from which it's 
impossible to get out of. Very frustrating, but the music's nice. 
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In the 33rd year of entrenched galactic warfare, a new forbidding threat looms out of the 
blackness of deep space ULTIMA RATIO, a nine stage battle platform was the most powerful 
weapon yet, created with multiple Pulse Guns, deadly defence fighters and extensive battle 
shields. 


With mother Earth itself under threat, volunteers are called for to make desperate attacks against 
the ULTIMA RATIO. You have just volunteered! 

Donald's Comments: 

Big chunky graphics do not hide a very repetitive shoot 'em up and blasting at squares just isn't 
enough to keep you interested. An average budget game. 

Jon's Comments: 
I played this for a long time and really enjoyed it. The graphics were a little jerky but great value 
for £2 








Jeff Minter's age old addiction to goats and llamas gets the Mastertronic treatment. ‘This is your 
chance to take part in the final conflict of the Droid Wars. 
Jon's Comments 


At times, there is just too much happening on the playing screen. I played for a couple of hours, 
but doubt whether I'll be picking it up again. 

Andrew's Comments: 

A slightly different layout of the old centipede game, but a reasonable one. 

Donald's Comments: 

A fairly boring ae game that is not up to the usual M.A.D. £2.99 standard. 
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